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This is T HANGOBODRIM, a varient posrtal Diplomacy journal published 

approximately monthly for the International Federation-*' of Wargaming 

by Bill McDuff le f Chairmaft (acting)/Dip, Div«| my address is afct&Ss 

time uncertain* but it will be included later on in this issue* 

This issue will contain only the rules for the varlents open for 

players in this magazine. Without further whatever! here are the 

rules as taken from Don Miller's FANTASIA and DIPLO MANIA «> 

• • * • • • • # * * # # 

MIDDLE-EARTH DIPLOMACY IV - 

The Format i Designed by Banks Me bane p this varieint on J, B» B. Tol- 
kien g s tord of the Rln^s is set between the Third Age 1856 and Third 
Age 197*- Respectively, these are tlje dates when the Nazgul re-en*- 
tered Mordor anl Angmafr defeated Arnor* The beginning date is set 
at Third Age 19^s durin g "~fcfre- reigns o^^&imehtesr of Gond or ; and Ar- 
aphant of Amor, Bhovanion and gohan are rightfully not present in 
the game, as they never existed at this time* 

SM Board t See the map at the end of ' the magazine * Mote below that 

alT supply centers are underlined* 

ANGMAR - OjKCTi DUPt Ettenmoors, Gundabad, Rhudaur . 
ABMOB «* Arthedain * Oardolan, The SfylfgT Weather Hills , 
GONDOR ** - Jiitfaaa^ Xebennln , Tol- 

falasv " 

HARAD - Far Harad, ^rfalas, gear -ferad, Ifabar , 
MORDOR m j&Fag-ffur , Ephel Duath/ Gorfforoth , Nurn, pdun . 



MORDOR m Barad-ffiir , Ephel Duath, Ggnacoroth , Nurn, ydun , 
BHOVANION - Bsitayoth* Iron Hills , ittrfcwood , Wllderland , 
ral Supply Centers a>re * Dol GujLdur, Fangorn, Grey Havens, 



Neutral Supply Centers a>ra * Dol GujLdur, Fangorn, Grey Havens, Haron- 

dor, ImladriS^ Ithilien, Khand, Lorlen, Moria, North Mlrkwood, 

and Bhun, ^ere ar# also 11 neutral provinces without supply 

centers and 5 s®a--provincese 
The R ules 1 

1, Except as noted below, all regular Diplomacy rules apply, 
2», All pieces on the board at the start of the game are Armies. 
3. All nations begin with three Armies apiece, eaoh Army starting 
in a Borne Supply Center* * 
km ' -®o\f*%%£ ^^6^J^W^J^J^^ -ana sejL province* 

5. Season turns xnT&E IV go by their Quenya namesi Tttile (Spring 
moves) 1 Laire (Summer retreats) % Quelle (Fall moves )f Hrive (Autuina 
retreats) 1 and Coire (Winter builds/removals.) Players are to sub- 
mit retreat orders wlttt their Tulle and Quelle orders, 

6, Any army it* a \ coastal province (including Tolf alas) may build 
a Boat-Bunoh, in a,ny Tulle > and/or Quelle seasons provided it is not- 
attacked, do$sn*t move, and doesn't give sujpport. Any number of ' EBs 
may be in the same province, BBs may never move inlandf armies m§y 
move with BBs into sea-provinces or adjacent coastal provinces. An 
army may not aarry more jfchan one BB at a ; time in moving. An army 
asea in ajBB maynot engage in any form of c ombat , or support another 
unit. It! may -try to move into an unoccupied province but be stood- 
off by another trying the same time*' it may try to move into a sea- 
province, but if another BB Is trying the same thing,, the stand off, 
A BB is stood off if it trys to occupy a province, and an army on land 
try the same thing *• the army gets the province. An army may not 
carry a BB vo a not her coast province and have combat the same time. 



7. A Boat-Bunch may be destroyed in any movements season, by a 
written order to do so to the army occuptnff the same province as 
the BE St the beginning of a movement season, This is to addition 
to whatever else the Army does that season. Only one BB may be 
destroyed per season per province* 

8, If an army is dislodged from a province In which there exists a 
Boat-Bunch* and no written order is received to destroy that BB In 
the season the army wae dislodged, the BB 1b captured by the victor* 
9* There- are 29 supply centers* To win* one nation must have 15 
armies on the board at the eomplet&bn of a Coire season* 

10. The game begins -In the QUELLE, TA 1901 season* 

* * * * # * * * * * * « 

" M0BD0R retire THE frPBp ff* - . - 

The Bfcard i See end of the mag. 

The Rules 8 

1 • Except as below, regular Blppy rules will apply* 

2. All pieces on the board at the start will be Armies* Besides 
ordinary single-armies » there will be Double-Armies (Da) and a Triple 
Army (TA). Only those D& and TA present at the start are used in the 
game i no new Da or TA may be built * Da and the 3*A require only as: 
much supply as a single army (3A) 9 but count two and three times as 
much: as S&s in a battle, respectively* 

3* Initial positions are as. follows i ARNOHi SA at Awn Sul and 
The Shire*- DA at Ialadr1»9"S& at Eastfold and Bdotas* Da at Bangora* 
MOBDOHj SA at Angmar and Dol Guldur, Da at Xsengardt Udun, Moria* and 
Mlnas Morgul, TA at Bardd-Dure EHOVANIONi SA at Esgaroth nad Wilder- 
lands, DA at Northern Wilderlandsf G0N£0E# SA at Dol Amroth, Lebennln 
DA at Minas Tirith* There is a neutral DA at Lor i en, in civil dis- 
order* It may be supported » but may not att a ck or give support! If 
dislodged t It is removed from the board*. 
4* Tolfalas Is counted both as a sea and land province.. 
5* There are sir seasons In one game yean Tullie (Spring moves) t 
Lalre (Spring retreats h ICavte (summer builds h Quelle (Ball moves), 
Hrlve (Winter retreats)t Coire (Winter builds)^ Pteyejcs must submit 
- t coadtt lo i* ti* • r etreats altang with" their ~Tul\le~ ana Quelle moves* 
•Conditional' Ring-moving orders are also accepted* especially for 
Yavie season, along- with: Tuile and Quelle moves* 

6* A special piece* the Ring, starts the game tm the Shire* In Armor 
The Ring is invisible. Its location oust always be repor&ed to the 
Gamesmaster* and the ABKOB player may also make its position known 
to any of his allies he desires* 

7. During each movement season (Tulle and Quelle)* The Ring can be 
moved along with the Army that starts In the same province as the 
Ring* or £t may be left behind as the unit moves away, or both say 
stay, or there may be no unit to the province where the Ring Is* 
During eaoh "Bulla 1 * season (Yavtes ana; Coire ), the Blng may be trans- 
fered to any province adjacent containing & unit {of any nation) , 
provided: that there le a unit In the same province as the Ring. The 

2 units need 1 not be of the same nation— the nation whose unit Is In 
the same province as the Ring determines the traneferral. Newly 



built units may be used for this purpose* If a unit In the same 
province ae the Ring Is forced to retreat. It may 'carry* the Ring 
with It or leave it behind? if the unit is destroyed. The King re*- 
mains in? the province occupied by thatt unit when £fc was destroyed* 
8, If the Ring Is left behind at Sea , including Be If alas and Tol- 
falas, or Is dellberatly Sunk air Sea, It can only be recovered by a 
DA. or the TA pf MOHDOR* The Ring may be Sunk during: a movement ora 
retreat season, but only ih the province where -the Ring started' that 
season* This in addition to whatever the unit does besides this* 
9« Note that there Is no building- allowed during: the •building* 
season of Ifevie? nothing can be- done except move the Ring In that: 
season*, * 

10. Any player who has the Ring: (except M0RD0R) in the same pro- 
vince as his Da (excepts "fro a Sunk "Ring) may declare during of 
the 6 seasons that: he Is ••putting on the Ring". {Please do this 
conditionally along with Tulle or Quelle moves if you plan tto do 
this during Laire, Yavle, or Hrive. ) The player may remove the 
Ring in the reverse process unless he has worn It for 2 consecu- 
tive years without a break, it which case It may not be removed 0 

-unless the DA is destroyed, of course* If the player does remove 
•the Ring, he may not put it- on again for 2 game years* A Ring- 
Wearing Da will itself become invisible as soon as It puts on the 
Ringj, but will become visible again to MQRDOR only after 2 years 
have passed* The Ring acte fro convert" the DA into a TA, or, te 
a battle Involving MORDOR, into a Quadruple Army <QA), for the 1st 
2 game years i thereafter. It is a QA in any battle. Note that 
during the first 2 years the Ring-Wearing DA is a QA to battles 
it is fighting? AGAINST MORDOR* after 2 years, itr %s always, a QA* 
Also, after 2 years, a Ring«Wearing DA. may not support, or be 
supported by, the units of any country on the board except those 
of MORDOR and its own country. Movement is the same for a Ring- 
Wearing DA. Note that Wearing the Ring is not" the same as w carry- 
ing the Ring along with it/ as It moves. " 

11. Any uttltr In a coastal province, including Tolfalae, may build 
a "Boat-&mch^ i« the Spring orr Pall movement, seasons, provided 
it doesri^t move, doesn't give support, and %# not attacked. Any 
number of BBs may coexist In the same province. An army In a 
province with a BB ma y move with It* out to sea, or to an adjacent 
coastal province, but BBS may never be moved inland. An army may 
not c«rry more than one EB along with it? as it moves. HBs con- 
tribute exactly nothing to battles* The same rules apply to 
destroying a BB as tto building them. Only one BB a movement 
deason ;may be. destroyed %m a single province. Note that an Army 
ases tit a SB msiy not fight another Army asea in a BB but it may 
assault a coastal province. 

12. The game" ehd^i when one of the following four things happens! 
(It a player w£o has worn the Rin# for more than 2 years gets his 
Ring-Wearlnff EjAr^ftb: Barad-Durt (2) the Sing and flORDOR's TA get : 
into the .same '''fpffiiw'et (3) The TA is removed from the boardi 

W a player wfto is not "wearing the Sing* moves the Ring to 
Barad-Dur (an attempt^ to move a unit carrying the Ring to Barad- 
Dur which does not succeed does not count here) • In (1), the 



-4- 

Ring*-Wearlng player wins r i» (2), MORDOB wlnsi in (3), and to (4), 
the winner is the player* other than MOBDOB, who has the most units, 
counting Das as double, but deducting k units front the total off the 
player wearing the Rlngt if any. Note that a plyer who has worn the 
Blng for more than 2 consecutive years can win only byy getting the 
Ring to Barad-Dur himself f he does not win to the case of (3) ox''" 
13 • The game begins in TUILB* 3001 season© 



Corrections to above i Rule 8i excluding Tolf alas » Rule 5» Lairs is 

supper retages^g season* ■ »v . 

# • :: - #- ■ ■ ■■*■ * ■ - *■ — ♦ •- — - ■■ # * » * 



Below is a Seasonal chart designed as a condensation of the actions 
allowed in the seasons of MVTWt 

IAIBB YA.VXS QUELLE 



TUILS 
Possible actions 3 
Move units Xes 
Betreats No 
Build SA No 
Build BB Xes 
Move Ring W/Uhit Yes 
Pitt Ring on DA. Tes* 
Transfer Ring No 
Sink Blng Xes* 



■SIMS 



COIBE 

No 

No 

Xes (Remove * too) 
No (Destroy too) 
No 

Xes* (or on TA) 
Xes** 
Xes* 

* In addition to any other action without* 9 but must be done first. 
** Same* but before action with *» or after action without *» 
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Xe's 
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No 



1* Northern Waste 

2- Forodwaith 

3- ? Grey Mntns. 

4- Iron/ Kills 

5- Porlindon 

6- Forochel 

7- Anmar (M) 

8- Cargo ek ., 

9* MSwooA (HH) 
lOr Esgarofth (HH) 
ll«Eune 

12- The Shire (A) 

1 3- Snon"5ul' (A ) 
1»-Madrfs (A) 
1 5-Ett5©nmoors 
iS-Misty Mntns. 
17-Glad&en> 
l&VDol Guldty (M) 
l»-R5y« Wllderland:s (BH) 

20- West Bhmr • 

21- Bhun 



m£ px 

22- Harlindon 

23- Brandywine (A) 
2*fr» Breglon 
2frfibSS <M) 

27- «Wil a^iands (Bgy v 

28- Minhlriatb 

29- Tharbad 

30- B5go» (R) . 

31 - Celebrant; 

32- B&rown lam* 

33- Bnedwalth 
3^-Dunland 
35-WoId 

37-Isen 

3S- Isengard (n\ 
39-West garnet 
5-0*East Emmet 

'to-: 

^2- 



uros 

HftrsheS 




^3-Ash Mntns. 
^4*Lefuni 64-Umbar 
^ frEdoras (R) 
fcc^Anfalas (G) 
^7-Dol! Amroth (G) 

49-Eastfold (R) 
30- Anorien 
^^LebennSni (G) 
42^ mnas tlrith (G) 
53-Benneth-Annun 

55« »Barad«»Da3r (M) 

56*- lB.ma i Sforgul (M) 
57^NurHeiT Wastelands (M) 
58-Shadow Mntns. 
59*-£olfaIas 

60-Poros 65-Haradwalth 
&«£<£jth Condor 
62-Souih Nura 
63»Khand 



North Sea 




South* Sea 



* * Home Supply Center 



+ « Neutral' Supply Center 
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